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(RE) 4

active_individual(t) = active_individual(t - dt) +
(oin - flow - lose_interestl) * dt
INIT active_individual = 0
INFLOWS:
Join = (individual_in_potential _online
_game_market) * (amusement + word
_of_mouth + advertising_effect)
OUTFLOWS:
flow = active_individual * (community
+ fun + pride)
lose_interest] = active_individual *
difference_with_exoectation_
dormant_individual(t) = dormant_
individual(t - dt) + (lose_interest2 -
eliminate_their_membership2 - chrun -
take_back flow) * dt
INIT dormant_individual = 0
INFLOWS:
lose_interest2 = hot_individual * have
_had_enough_of_playing
OUTFLOWS:
eﬁnﬁnate_ﬂleir_membelslﬁpZ =0

chrun=dormant_individual * (difference
_with_expectation + monotonous_
work)
take_back_flowl = dormant_individual
* crm_effect

hot_individual(t) = hot_individual(t-dt)

+ (flow + take back_flow2 + take_

back_flowl - lose_interest2) * dt

INIT hot_individual = 0

INFLOWS:
flow = active_individual * (community
+ fun + pride)
take_back_flow2 = IF(poached_
individual_by_rivals * (crm_effect -
obstacle_to_losing_interest_in_rival’s_
game) < 0) then O else 0
take_back_flowl = dormant_individual
* crm_effect

OUTFLOWS:
lose_interest2 = hot_individual * have
_had_enough_of_playing
inactive_individual(t) = inactive_
individual(t-dt) + (lose_interestl -
eliminate_their_membershipl) * dt

INIT inactive_individual = 0

INFLOWS:
lose_interest] = active_individual *
difference_with_expectation_

OUTFLOWS:
eliminate_their membershipl = 0
individual_in_potential_online_game_
market(t) = individual_in_potential
online_game_market(t-dt) + (recharge
- join) * dt

INIT individual_in_potential_online
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_game_market = 100
INFLOWS:

recharge = recharge_rate
OUTFLOWS:

Join =
(individual_in_potential_online_game_marrket) *
(amusement + word_of_mouth +
advertising_effect)
Poached_individual_by_rials(t)
poached_individual_by_rivals(t - dt) + (chrun
take_back_flow2) * dt
INIT poached_individual_by_rivals = 0
INFLOWS .

*

chrun = dormant_individual
(difference_with_expectation +
monotonous_work)
OUTFLOWS :

take_back_flow2 =
IF(poached_individual_by_rivals * (crm_effect -
obstacle_to_losing_interest_in_rival’s_game) <
0) then O else O
amusement = 0.2
community = 0.15
crm_effect = offer_item of their own +
other CRM_activity + release_level_limits +
send_email_or_sms
difference_with_expectation=0.45
difference_with_expectation_ = 0.3
fun = 0.003 * real_user
individual_making_positive_effect = real_user -
nominal_user
monotonous_work = 0.5
nominal_user =

inactive_individual +

dormant_individual +
poached_individual_by
rivals

MMORPGS] WS Aeke B o84 77

obstacle_to_losing_interest_in_rivals_game - 0.5
offer_item_of _thier_own = 0.08
other_CRM_activity = 0.07

pride = 0.15

real_user = active_individual + hot_individual
recharge_rate = if(update = 1) then (100 -
individual_in_potential_online_game_market) *
4.056 else O

release_level_limits = 0.07

send_email or_v = 0.05

update = if(active_individual >
goal_increasing_rate) then O else 1
word_of_mouth = (real_user - nomianl_user) *
0.0001

advertising_effect = GRAPH(time())

(1.00, 0.7), (2.00, 0.65), (3.00, 0.63), (4.00, 0.6),
(5.00, 0.5), (6.00, 0.4), (7.00, 0.3}, (8.00, 0.2),
9.00, 0.15), (10.0, 0.1), (11.0, 0.1), (12.0, 0.1),
(13.0, 0.1)

goal_increasing_rate = GRAPH(time())

(1.00, 1.00), (2.00, 6.00), (3.00, 10.0), (4.00,
17.0), (5.00, 25.5), (6.00, 33.0), (7.00, 40.0),
(8.00, 50.0), (9.00, 58.0), (10.0, 62.5), (11.0,
63.0), (12.0, 61.5), (13.0, 59.5)
have_had_enough_of_playing = GRAPH(time())
(1.00, 0.0394), (8.42, 0.0566), (15.8, 0.0614),
(23.3, 0.0982), (30.7, 0.228), (455, 0.407),
(529, 40.0), (8.00, 50.0), (9.00, 58.0), (10.0,
62.5), (11.0, 63.0), (12.0, 61.5), (13.0, 59.5)
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<Abstract>

Simulation Analysis of Version Up Strategy for Holding
Online Game Customers through Update and CRM

Taewoo Roh - Sujung Park - Sang-Gun Lee

An online game is popular topic due to the increased total online game market volume nowadays.
Even though many studies on an online game are released, most studies have used survey method
that reveal only section of the situation like a snapshot. For this reason, previous studies have a little
limitation that does not show dynamically changing issues like a product life cycle and change in
customer’s satisfaction.

Because of this, we researched on an online game with the system dynamic model which can show
dynamic simulation to analysis time series data. We chose MMORPG (Massively Multi-play Online
Role Playing Game) in sort of an online game because it has many absorbing factors and enthusiastic
users.

We assumed that the game developer is ready for updated version game and release that periodically
and focused on dormant users who used to be enthusiastic about MMORPG and designed simulation
mode! which analyze how to influence of update and CRM strategy on users.

The simulation results showed that the update has positive influences to gather new users and hold
established users and CRM strategies help to prevent dormant users from transferring to rivals to offer
them re-absorbing factors. Through this study, we confirmed importance of update on a online game

and suggested the necessity to introduce CRM strategy in an online game market.

Keywords: MMORPG, Update, CRM, System Dynamics
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